















Warning: 

Read Before Using Vour PlayStation©2 Computer entertainment System. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights, exposure to certain 
patterns or backgrounds on a television screen or while ploying video gomes, 
including gomes ployed on the PlayStation 2 console, may induce on epileptic 
seizure in these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who hove no history of prior 
seizures or epilepsy. If you, or anyone in your family, has on epileptic 
condition, consult your physician prior to ploying. If you experience any of the 
following symptoms while ploying a video gome - dizziness, altered vision, 
eye or muscle twitches, loss of awareness, disorientation, ony involuntary 
movement, or convulsions - IMMCDIATCLY discontinue use and consult your 
physician before resuming ploy. 

Warning to Owners of Projection Televisions: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 

Use of Unauthorized Product: 

The use of software or peripherals not authorized by Sony Computer 
entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the controller 
ports or memory cord slots. 

Handling Vour PlayStation 2 Format Disc: 

• This disc is intended for use only with PlayStation 2 consoles with the NTSC 
U/C designation. 

• Do not bend it, crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take on occasional rest break during extended ploy. 

• Keep this disc clean. Always hold the disc by the edges and keep it in its 
protective cose when not in use. Cleon the disc with a lint-free, soft, dry 
cloth, wiping in straight lines from center to outer edge. Never use solvents 
or abrasive cleaners. 


REGISTER YOUR PRODUCT 
FOR A CHANCE TO WIN 
A HOME ENTERTAINMENT 
CENTER 







WITH A FISTFUL OF DICE 


BEAT THEM TO A PULP 


The CAPCOM WORLD TOURNAMENT series of Role-Playing 
games brings the STREET FIGHTER universe to the most powerful and 
innovative home entertainment system ever - Your Imagination! 

Capcom World Tournament Main Rulebook — Everything you need to 
play a World Warrior in a campaign or tournament-style play. 

Coming SUMMER 2004. 

STREET FIGHTER ENCYCLOPEDIA, DARKSTALKERS' 
GRIMOIRE, RIVAL SCHOOLS YEARBOOK, and WELCOME TO 
METRO CITY — Comprehensive sourcebooks for each game and all of the 
characters. Coming in 2004-2005. 

/^/*\rfy5yST^n® For more information visit: 

WWW.LRGAMES.COM 

Street Fighter, Rival Schools, Darkstalkers, and Final Fight are ™ and ©2004 CAPCOM CO., LTD. 

ALL RIGHTS RESERVED. The CAPCOM® Logo is a registered trademark of CAPCOM CO. LTD 
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Thank you for selecting STR66T FIGHT6R™ ANNIV6RSARY COLLECTION for your PlayStation®2 computer 
itertainment system. CAPCOM is proud to bring you this neuu addition to your video game library. 
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MEMORY CARD slot 2 


MEMORY CARD slot 1- 


(OPEN) button 


Note: illustration may not match all 
PlayStation 2 console types. For owners of 
SCPH-70000 series PlayStation 2 systems, 
refer to the setup instructions supplied 
with your system. 


controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system 
according to the instructions in its Instruction Manual. 

Make sure the MAIN POWER switch (located on the back 
of the console) is turned ON. 

Press the RESET button. When the power indicator lights up, 
press the OPEN button and the disc tray will open. Place 
the STREET FIGHTER™ ANNIVERSARY COLLECTION disc 
on the disc tray with the label side facing up. Press 
the OPEN button again and the disc tray will close. 

Attach game controllers and other peripherals, 
as appropriate. Follow on-screen instructions and refer 
to this manual for information on using the software. 


MEMORY CARD (8MB)(for PlayStation 2) 

To save game settings and progress, insert a memory card 
r (8MB)(for PlayStation®2) into MEMORY CARD slot 1 
of your PlayStation 2 system. 

/J You can l° a d saved game data from the same memory 
(/%' card or from any memory card containing previously 
. N ; saved games. 



ripple junction 


^H! 


MEGA MAN and STREET FIGHTER are 


and © 2004 CAPCOM CO. 
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Available at selected 
Book Stores 
and your local 
Comic Book Retailers 


THE STORY CONTINUES 
in the MONTHLY SERIES 

featuring: 

- Back-Up Stories by the 
Hottest Comic Talents! 

- Cool Contests! 

- Exclusive Up-to-date 
Information on other 
SF Products! 

Licensed by 




CMJW3 •uznss 


collecting the main stories in issues 1 to 6, 
PLUS THE LIMITED EDITION 
PRELUDE THAT WAS ONLY AVAILABLE IN 

THE HIGHLY SOUGHT-AFTER ISSUE #0 


'f. 


6/ 
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For more info visit www.streetfightercomics.com 


STREET FIGHTER™ 2004 
CAPCOM CO.,LTD. 
All Rights Reserved. 



DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATION j 


R2 button 
R1 button 


directional 

buttons 


A button 
O button 
X button 
□ button 


(L3 button when pushed down) 

SELECT button- 

ANALOG mode button- 

START button- 

right analog stick- 

(R3 button when pushed down) 


• CONTROLLER — STREET FIGHTER ANNIVERSARY 
COLLECTION is a 1-2 Player game. Connect the 
DUALSHOCK®2 analog controller to controller port I 
for 1 Player games. Connect a second controller 

to controller port 2 for 2 Player games. 

• DEFAULT CONTROLS — You can reassign the default 
controls in Option Mode. This game does not support 
the controller’s vibration function. 

• SOFT RESET — During play, press the / 

and sHr buttons at the same time to reset 

the game back to the Title screen. 


• Press the s S^ T button 
at the Title screen. 

• Press the left analog stick 
or directional buttons 

^ or ^ to select your 
game: STREET FIGHTER™ III: 
3RD STRIKE or HYPER 
STREET FIGHTER™ II: 

THE ANNIVERSARY EDITION. 

• Press the © button to confirm 
your choice. 
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STREET FIGHTER " III: 3RD STRIKE 



DEFAULT CONTROLS 


You can reassign the default controls in Option Mode. 



MOVE/SELECT OPTIONS - directional 
buttons 


not used - L2 button 
not used - LI button 


-—— R2 button 
-R1 button 


- HEAVY KICK 

- HEAVY PUNCH 


MOVE 


- left analog stick 

(L3 button when pushed down) 

SELECT button- 

ANALOG mode button_ 


I— A button - 
O button - 
— X button - 
□ button - 


MEDIUM PUNCH 
MEDIUM KICK/CANCEL 
LIGHT KICK/CONFIRM 
LIGHT PUNCH 


PAUSE - START button - 

JOIN IN PLAYER 2 

right analog stick- 

(R3 button when pushed down) 


DIRECTION CONTROLS (left analog stick/directional buttons) 

Use these controls for characters facing right. Reverse left/right controls 
for characters facing left. 


• MOVE 

^ Move forward 
Move backward 

• JUMP 

t Vertical jump 
# Diagonal forward jur 
\ Diagonal backward j 


• PARRY 

^ Standing parry 
'l' Crouching parry 

• BLOCK 

4" Upper block 
f Lower block 
P 


• CROUCH 
\ Crouch 
% Crouch 
t Crouch 



OPTION MODE 

Press the left analog stick or directional buttons t/\ to make a selection 
and to change the setting. Press the © button to confirm; press 

the .Rjr button to return to the game’s Title screen. 

• GAME OPTION 

-Difficulty - Add stars to make the opponent tougher to beat. 

-Time Limit - Set the time limit per round. 

- Rounds (IP)- Set the number of rounds per match for 1 Player games. 

- Rounds (VS) - Set the number of rounds per match for VS Mode games. 

- Damage Level - Set the amount of injury your attacks will inflict. 

-Guard ludgment - Set the Judgment conditions to OLD or NEW. 

- Analog Stick - Enable or disable the left analog stick as an input device 
for moving game characters. 

- Handicap - Turn Handicap ON/OFF in VS Mode. 

- Player 1/2 (VS) - Set character control in VS Mode. For example, set both 
to CPU to watch a CPU vs CPU match. 

- Default Settings - Reset the options to their default status. 

- Exit - Return to the Option menu. 
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Select Your Fighting Style 
In The First Of The Definitive 
Line of 6” Scale Action Figures 


Each Figure Features A Minimum 
Of 30 Points Of Articulation As 
Well As Alternate Head, 
Hands And Accessories 



CHECK OUT WWW.SOTATOYS.COM FOR UPDATES ON 
EXCLUSIVES AND UPCOMING SERIES ! 

IN STORES AUGUST Under License By 

Street Fighter ™ & © 2004 CAPC0M CO., LTD. All Rights Reserved CAPCOM 






©2004 Disguise, www.disguise.com ©2004 CAPCOM CO., LTD. All Rights Reserved. 


2004 

HALLOWEEN 

M. BISON & KEN 
COSTUMES 
AVAILABLE 
AT RETAILERS 
NEAR YOU! 


• BUTTON CONFIG - Change the button control settings and assign special 
commands. 

• SCREEN ADJUST - Adjust the screen setting for your monitor. 

• SOUND 

-Audio - Choose stereo or monaural sound. 

- BGM/SE Level - Adjust background music/sound effects volume. 

- BGM Test - Sample the game’s background music. 

• MEMORY CARD 

- Save Data - Save option settings and score ranking to a memory card. 

- Load Data - Load game data from a memory card. 

- Auto Save - Turn ON to save option settings and score ranking 
automatically. 



GAME SCREEN 


Score Time 



Vitality Gauge - 

Character 

Stun Gauge - 

Message 


Super Arts Gauge 
Super Arts Selected 
Super Arts Number 


Player 1 Side 


Player 2 Side 


• SCORE - Player’s current score. 

• TIMER - Remaining round time. 

• VITALITY GAUGE - Color bar decreases as character is attacked. 

If the color bar disappears, the character is knocked out. 

• CHARACTER - Name and portrait of street fighter. 

• WINS - (Not shown.) Number of wins for the player. 

• STUN GAUGE - When this gauge fills up, the character is stunned 
and becomes dizzy. 

• MESSAGE - Various messages appear for both fighters as the battle goes on. 

• SUPER ARTS GAUGE - Perform Super Arts moves when this gauge is full. 

• SUPER ARTS SELECTED - Super Arts currently selected by character. 

• SUPER ARTS NUMBER - Number of Super Arts available. (Each Super Art 
has its own max number of uses.) 
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STREET FIGHTER " III: 3RD STRIKE 






STREET FIGHTER " III: 3RD STRIKE 



CHARACTERS 


SPECIAL MOVES 
Hadoken 
Shoryuken 
Hurricane Kick 

High-Blade Leg Kick 

SUPER ARTS (Choose One) 

I Shinkou-HadouKen 

II Shin Shoryuken 

III Denjin Hadoken 


+ P [EXJ 
+ P [EX] 
4/^<- + K 

(USABLE IN AIR) [EX] 

+ K [EX] 


+ P 

^^1^4^^ + P 



4/SI-»4^-» + P (CHARGEABLE) 


SPECIAL MOVES 
Hadoken 
Shoryuken 
Hurricane Kick 

SUPER ARTS (Choose One) 

I Shoryu Reppa 

II Shinryuken 

III Shippu Jinraikyaku 


4/^ + P [EX] 
->4^ + P [EX] 

+ K 

{USABLE IN AIR) [EX] 


4^-»*^i-» + P 
+ K 

(PRESS RAPIDLY) 
+ K 



SPECIAL MOVES 

Hyakuretsu-kyaku 

Kikoken 

Spinning Bird Kick 
Hazanshu 

SUPER ARTS (Choose One) 

I Kikou-Shou 

II Houyoku-Sen 

III Tensei-Ranka 


K (PRESS RAPIDLY) [EX] 
+ P [EX] 

4/ (CHARGE) ^ + K [EX] 
+ K [EX] 


4 ^-» 4 ^-» + P 

4^-»4^-> + K 
4/ii-»4^-» + K 




SPECIAL MOVES 
Flash Chop 
Power Bomb 
Air Knee Smash 
Air Stampede 
Slash Elbow 
Spiral DDT 

SUPER ARTS (Choose One) 
I Hyper Bomb 


4^-> + P [EX] 

^4,£«- + P 
->4/bl + K [EX] 

^ (CHARGE) * + K [EX] 
(CHARGE) + K [EX] 
+ K 

] 60° MOTION + P 
+ P 


II Boomerang Raid 

III Stun Gun Headbutt 4^-^^-^ + P 



Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
EX — EX Special version of the move is available. 
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TP NT. VO UR GAME FURTHER 
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with the Official 
Fighter's Guide 
( from BradyGames 


Complete Move Lists 
for Both Games Included 
in the Anniversary Collection. 

In-Depth Strategy for Each 
Fighter's Best Moves. 

Devastating Combos for Every 
Brawler from Tournament 
Champions. 


Exclusive CD Soundtrack 
^ from Street Fighter III: 

Third Strike, featuring 33 
tracks with voice character 
collection! 


To purchase BradyGames' Street Fighter® Anniversary 
Collection Official Strategy Guide, visit your local electronics, 
book, or software retailer. Also available online at 
bradygames.com. 


ISBN: 0-7440-0394-6 
UPC:7-52073-00394-4 
PRICE: $19.99 US / $28.99 CAN 


TAKE YOUR GAME FURTHER 




HYPER STREET FIGHTER m II: THE ANNIVERSARY EDITION 



SPECIAL MOVES 


SUPER COMBO 


Crazy Buffalo Super T - hold + P 


SPECIAL MOVES 


SUPER COMBO 


Rolling Izuna Drop Super T - it hold \ 11 + K after jumping 4* or + + P 
close to opponent 


SPECIAL MOVES 


SUPER COMBO 


Tiger Genocide Super T 


SPECIAL MOVES 


SUPER COMBO 


Knee Press Nightmare Super T - 4" hold, + , + K 


SPECIAL MOVES 


Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
Hold — Press the direction and hold briefly before pressing the next button. 


Gou Hadoken 

4, V -4 + p 

Zanku Hadoken 

(while jumping) 4 + P 

Shakunetsu Hodoken 

4~itl\t+ + P 

Gou Rising Dragon Punch/Gou Shoryuken \ + P 

Hurricane Zanku-kyaku/ 
Tatsumaki Zanku-kyaku 

4 + K 


Turn Punch 

LP + MP + HP or LK + MK+ HK (hold, release) 

Dash Straight 

4- hold •+ + P 

Dash Uppercut 

◄- hold -► + K 


Rolling Crystal Flash 

4« hold ^ + P 

Flying Barcelona Attack 

V hold f + K, after jumping P 

Izuna Drop 

4 hold 4 + K, after jumping ^ or ^ 

+ P close to opponent 


Tiger Shot 

4 +p 

Ground Tiger Shot 

4 \+ + K 

Tiger Uppercut 

+ W+p 


Psycho Crusher 

^ hold "4 + P 

Double Knee Press 

◄- hold -4 + K~~ 

Head Press 

4 hold, 4 + K 


18 


SPECIAL MOVES 
Jet Uppercut 
Machinegun Blow 
Ducking Straight 
Ducking Uppercut 
Cross Counter 
Short Swing Blow 

SUPER ARTS (Choose One) 

I Rocket Uppercut 

II Rolling Thunder 

III Corkscrew Blow 



+ P LEX] 

+ P [EX] 

+ K THEN P 
+ K THEN K 
+ P LEX] 

+ K [EX] 


4'^i^4'^ a ^ + P 



4^-^4^-> + P (PRESS RAPIDLY) 


4,^4^-> + P 


SPECIAL MOVES 

Tetsuzanko + P [EX] 

Zesshou Hohou + P [EX] 

NishouKyaku + K [EX] 

Kobokushi 4^<- + P 

Zenpou Tenshin + K 

SUPER ARTS (Choose One) 

I You-Hou + P 

II SOURAI RENGEKI + P 

III Geneijin + P 



SPECIAL MOVES 

Tourouzan + P [EX] 

Senkyutai + K [EX] 

Byakko Soushoda + P 

Zenpou Tenshin + K 

Kaihou -»4^ + K 

SUPER ARTS (Choose One) 

I RAISHIN MAHHAKEN + P 

II Tenshin Senkyutai 4^-^^ + K 

III Seiei Enbu + P 



SPECIAL MOVES 

N«D«L* + P [EX] 

A.X.E* + P (USABLE IN AIR) [EX] 

D*R«A« sl^«- + K (IN AIR) [EX] 

SUPER ARTS (Choose One) 

I X.N.D.L. + P 

II X»F>L+A»T« + K (IN AIR) 

III X«COJ>«y« 4^->4^-> + P 



Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
EX — EX Special version of the move is available. 
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STREET FIGHTER m III: 3RD STRIKE 




SPECIAL MOVES 

Dashing Head Attack 

Dashing Leg Attack 


High Speed Barrage 
Capture & Deadly Blow 


SUPER ARTS (Choose One) 


4" (CHARGE) 

+ P EEXJ 

4" (CHARGE) 

+ K EEXJ 
4^4- + P EEXJ 
■*^4,1^4- + K 



I Critical Combo Attack + P 

II Deadly Double Combination 4^t>4^-^ + P 

III Total Destruction + P 

then + P or K 



SPECIAL MOVES 

Electric Blaster 
Tornado Hook 
Flying Viper 
Snake Fang 
Rising Cobra 


•*4^ + P (PRESS RAPIDLY) 

4-£s|/^-> + P EEXJ 
*£4- + P EEXJ 
4-£sM-> + K 
4^4- + K EEXJ 


SUPER ARTS (Choose One) 

I Magnetic Storm + P (press rapii_ 

II Slam Dance 4^-^4^ + P 

III Electric Snake + P 


T. HAWK 

SPECIAL MOVES 

Condor Dive (while jumping) LP + MP + HP 

Tomahawk Buster “4 4 \ + P 
Mexican Typhoon 360 degrees + P 


SUPER COMBO 

Double Typhoon Super T - ^ ->360 degrees “4 ->360 degree + P 



CAMMY 

SPECIAL MOVES 
Spiral Arrow 4 ^*4 + K 

Spin Knuckle ^ f“4 + P 

Cannon Spike ^ 4 - \ + K 

SUPER COMBO 

Spin Drive Smasher Super T - 4 ^ ^ 4 + K 



SPECIAL MOVES 

Sean Tackle 4-£^-> + P 

(hold down) EEXJ 
Dragon Smash -^4^ + P EEXJ 
Tornado 4A£4- + K EEXJ 

Ryubi kyaku 4^-» + K EEXJ 

SUPER ARTS (Choose One) 

I Hadou-Burst 4/^->4^-> + P 

II Shoryu-Cannon 4^-»4,^i-» + P 

III Hyper Tornado + P 




FEI-LOrVIG 

ww 

SPECIAL MOVES 


Shienkyaku ^ 4 I t + K 


Rekkaken 4 + P (up to three times) 



l-_-ai-J 

SUPER COMBO 

Rekka Shinken Super T 

- 4 W4 W + p 


SPECIAL MOVES 

Light of Virtue: High 

Light of Virtue: Low 

Rising Rage Flash 

Clod Blue Kick 

SUPER ARTS (Choose One) 


4" (CHARGE) 

+ P EEXJ 
4- (CHARGE) -» 
+ K EEXJ 
4/ (CHARGE) 4 s 
+ K EEXJ 
s^4- + K (EX) 



I Light of Justice + P 

II Supreme Rising Rage Flash + K 

III Blue Nocturne + K 


Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
EX — EX Special version of the move is available. 


DEE JAY 

SPECIAL MOVES 

Machine Gun Uppercut 4 hold f + P (repeatedly) 
Double Rolling Sobat ^ hold + + K 
Air Slasher *■ hold •+ + P 

SUPER COMBO 

Sobat Carnival Super T - 4" hold "44“"+ + K 



Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
Hold — Press the direction and hold briefly before pressing the next button. 
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HYPER STREET FIGHTER M II: THE ANNIVERSARY EDITION 






HYPER STREET FIGHTER " II: THE ANNIVERSARY EDITION 


BLAIVKA 



SUPER COMBO 

Ground Shave Rolling Super T - ^ hold + P 


ZAIMGIEF 

SPECIAL MOVES 
Double Lariat LP + MP + HP 

Screw Pile Driver ^ ->360 degrees + P 

SUPER COMBO 

Final Atomic Buster Super T - ^ > 360 degrees ^ - > 360 degrees + P 

GUILE 

SPECIAL MOVES 
Sonic Boom ^ hold ^ + P 

Somersault Kick 4 hold 4 + K 

SUPER COMBO 

Super T - * hold \ ** + K 

DHAL5IIVI 

SPECIAL MOVES < 


Yoga Fire 

4 + p 

Yoga Flame 

+ P 


SUPER COMBO 

Yoga Inferno Super T - + P 





Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
Hold — Press the direction and hold briefly before pressing the next button. 
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SPECIAL MOVES 

Scratch Wheel -*4^ + K LEXJ 
Rhino Horn 4-^4^-^ + K LEX! 

Mallet Smash 4 ,^ 4 - + P LEXJ 

Spin Size 4^4- + K LEXJ 

Lynx Tail 4-4/fc + K LEXJ 

SUPER ARTS (Choose One) 

I Spinning Beat 4^-^4^-^ + K 

II Brave Dance 4^->4^-> + K 

III Healing 4,*l-»4,^ + P 



SPECIAL MOVES 

Nichirin Sho 4" (CHARGE) + P LEX] 

ONI YANMA 4 (CHARGE) ^ + P LEXJ 

NlOH RlKI -*^ 14 ^ 4 - + P 

Jinchu Watari + K LEXJ 

(USABLE IN AIR) 

SUPER ARTS (Choose One) 

I KlSHIN RlKI 4^-»4^-» + P THEN P 

NEAR OPPONENT 
Kishin Tsui* + PP 

II Yayou-Dama + P 

YAYOU-ODAMA* + PP 

III Tengu-Stone 4^-^bl-* + P 

Tengu Midareishi* + PP 

*when Super Arts Gauge is at max 



SPECIAL MOVES 

Chariot Tackle 4- (charge) 

+ K LEXJ 

Violence Knee Drop 4/ (charge) ^ 

+ K {EXJ 

Dangerous Headbutt 4< (charge) ^ 

+ P LEXJ 

Metallic Sphere 4/il-» + P LEXJ 

SUPER ARTS (Choose One) 

I Tyrant Slaughter + P 

II Temporal Thunder 4^-^4^-^ + P 

III Aegis Reflector 4^->4<^ + P 



SPECIAL MOVES 

Hayate 4^-» + P LEXJ 

Hukiage ^4/^1 + P LEXJ 

Oroshi 4/1^4- + P LEXJ 

Karakusa ->^14^4- + K 

Tsurugi 4/1^4- + K (in air) LEXJ 

SUPER ARTS (Choose One) 

I SEICHUSEN-GODANZUKI + P 

II Abare-Tosanami 4^-»4/^ + K 

III Tanden-Renki 4^-»4^-» + P 



Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
EX — EX Special version of the move is available. 
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STREET FIGHTER " III: 3RD STRIKE 





CHARACTERS 


SPECIAL MOVES 
Kunai 
Raida 
Kubi Ori 
KazeKiri 
Tsumuji 
Hien 

Tsuiji Goe 
Kasumi Gake 

sum ARTS (Choose One) 

I Kasumi-Suzaku 

II YOROI-DOUSHI 

III Yami-Shigure 


4^l-» + P <IN AIR) [EX3 
-*>*44; 4- + P 
4-£4^l-> + P LEX3 
-»4^ + K LEX3 
4^4- + K THEN K CEX3 
4-4^ + K LEX3 
■*4^ + P 

4^-» + K 


4^-»4^ + P (IN AIR) 
4^-»4^-» + P 
4^i->4^i-> + P 



SPECIAL MOVES 

Giant Palm Bomber 
Somersault Press 
Shootdown Backbreaker 
Monster Lariat 
Ultra Throw 
Meat Squasher 

SUKR ARTS (Choose One) 

I Gigas Breaker 

II Megaton Press 

III Hammer Frenzy 


4^4- + P £EX3 
3 60° MOTION + P 
-»4^ + K 
4^ + K IEX3 
-*^4£4- + K 
3 60° MOTION + K 



3 60° MOTION TWKE + P 
4^4^-* + K 
4/bi->4/^ + P 


Gou Hadoken 

Shakunetsu Hadoken 
Gou Shoryuken 
Tatsumaki Zankukyaku 

Ashura Senku 

Hyakkishu 


4^ + P 

(USABLE IN AIR) 

-»bl44^ + P 
-M,ii + P 
44^4- + K 
(USABLE IN AIR) 
OR 4-4^ 
+ PP OR KK 



-»4^ + K THEN P OR K 
OR LP + LK (NEAR OPPONENT) 


sum ARTS (Choose One) 


I Messatsu-Gouhadou 

II MESSATSU'GOUSHORYU 

III Messatsu-Gourasen 
Shungokusatsu* 
KongouKokuretsuzan* 
*when Super Arts Gauge is 


4^-^4^-^ + P (USABLE IN AIR) 
4 ^ 4 ^ + P 

4^l->4SI-> + K (USABLE IN AIR) 

LP LP ^ LK HP 
444/ + PPP 

AT MAX 



RYU 



SPECIAL MOVES 


l ■ lj 

Fireball/Hadouken 

4 + P 

r /j 

Rising Dragon Punch/Shoryuken 

+ IS+P 

Hurricane Kick/Tatsumaki Senpukyaku 

4 1 P^ + K 

1 i f lilii 1 j0 j 



SUPER COMBO 


Vacuum Fireball/Shinku Hadoken Super T - l -l + P 


KEN 

SPECIAL MOVES 
Fireball/Hadouken 
Rising Dragon Punch/Shoryuken 
Hurricane Kick/Tatsumaki Senpukyaku 

SUPER COMBO 

Rising Dragon Burst/Shoryu Reppu Super T-4^ , + 4^i^^i + P 



4 W+P 
-►4 * +P 
4 1 **- + K 



E. HONDA 


SPECIAL MOVES 

Hundred Hand Slap/Hyakuretsu Harite 

P (rapidly) 

Super Head Butt/Super Zutsuki 

<- hold -► + P 


SUPER COMBO 


Oni Muso Super T - ^ hold + P 



CHUN-LI 


SPECIAL MOVES 

Hundred Kick/Hyakuretsu-kyaku 

K (rapidly) 

Whirlwind Kick/Spinning Bird Kick 

4 hold f + K 

Super T - +• hold ^ + K 


SUPER COMBO 


Thousand Kick/Senretsu-kyaku Super T - ^ hold + K 


Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
EX — EX Special version of the move is available. 


Arrows — Directions shown are for characters facing right. Reverse left/right directions for characters facing left. 
Hold — Press the direction and hold briefly before pressing the next button. 
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PLAYER TYPE SYSTEM 

The Player Type System lets you enhance your character with different 
“personalities.” Try out different player types, then when you’re ready for 
serious battle, assign a player type that best suits your character and style 
of play. Certain player types cannot be assigned to some characters. 

PLAYER TYPES 

• SUPER T — Player abilities from SUPER STREET FIGHTER™ II TURBO. 

Can be assigned to all characters. 

• SUPER — Player abilities from SUPER STREET FIGHTER™ II. Can be 
assigned to all characters. 

• TURBO — Player abilities from STREET FIGHTER™ II TURBO. Can be 
assigned to all players except T. Hawk, Cammy, Fei-Long, Deejay 
and Akuma. 

• CHAMP — Player abilities from STREET FIGHTER™ II: CHAMPIONSHIP 
EDITION. Can be assigned to all players except T. Hawk, Cammy, Fei-Long, 
Deejay and Akuma. 

• NORMAL — Player abilities from SUPER STREET FIGHTER™ II. Can be 
assigned only to Ryu, E. Honda, Ken, Chun-Li, Blanka, Zangief, Guile 
and Dhalsim. NORMAL characters cannot face off against themselves. 

SELECTING AKUMA 

• Select SUPER T Player Type. 

• Highlight the following characters in turn, waiting one second between 
each selection: 

RYU - > T. HAWK- > GUILE - > CAMMY - > RYU 

• Press the button and within one second press all three PUNCH buttons 
simultaneously. 

SUPER COMBO SYSTEM 

Special moves give you the chance 
to make a powerful comeback. 

Increase your Super Combo Gauge 
by performing special moves. Once 
the gauge is full, you’ll be able 
to pull off a devastating Super 
Combo! Keep filling up your gauge 
for as many Super Combos as you 
can handle! 

The Super Combo System is only 
available when you’re using 
the SUPER T player type. 

Super Combo Gauge 
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DEFAULT CONTROLS 


You can reassign the default controls in Option Mode. 



not used - L2 button 
not used - LI button 


MOVE/SELECT OPTIONS - directional 
buttons 


MOVE - left analog stick-* 

(L3 button when pushed down) 

SELECT button- 

ANALOG mode button- 

PAUSE - START button - 


right analog stick 


(R3 button when pushed down) 


R2 button - HEAVY KICK 
R1 button - HEAVY PUNCH 


A button-MEDIUM PUNCH 
O button - MEDIUM KICK/CANCEL 
— X button - LIGHT KICK/CONFIRM 
□ button - LIGHT PUNCH 


DIRECTION CONTROLS (left analog stick/directional buttons) 

Use these controls for characters facing right. Reverse left/right controls 
for characters facing left. 

• MOVE • BLOCK 

^ Move forward ^ Standing block 

^ Move backward t Crouching block 

• JUMP • CROUCH 

\ Vertical jump \ Crouch 

f Diagonal forward jump \ Crouch 

Diagonal backward jump Crouch 


BASIC MOVES 

• PUNCH & KICK — Use the PUNCH (P) and KICK (K) buttons for basic 
moves. Actual moves performed depend on the character used. 

• BLOCK/LOW GUARD — Press the directional buttons away from your 
opponent. Press 4- and away for a low guard. 

• THROW/THROW COUNTER (TECH THROW) — Press forward or backward 
+ HEAVY PUNCH (HP) or HEAVY KICK (HK) when near your opponent 

to grab and throw. To counter a throw, do the same thing the instant you are 
grabbed. Throw and Throw Counter are only possible when both fighters 
are in Super T mode. 

• DIZZY/RECOVERY — If an attack makes you dizzy, recover quickly 
by pressing any directional buttons or punching/kicking rapidly. 

• SPECIAL MOVES — Each character has unique special moves, performed 
by pressing a combination of directional buttons and PUNCH and KICK 
buttons. See pages 15-18 for each character’s special moves and controls. 
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STARTING THE GAME 


• Select a game speed. (You can turn game 
speed ON/OFF in Option Mode.) 

• Select a Player Type. (For more information, 
see page 14.) 

• Select your character. 

GAME MODES 

Press the S* button at the Title screen 
to display the Mode Menu. Use the left analog 



stick or directional buttons to cycle through the game modes. 
Press the © button to select the mode you want. 


• ARCADE MODE — Go up against CPU-controlled characters. 


Defeat 12 in a row to win. 


• VS MODE — 2 Player head-to-head competition. Connect two controllers 
to play this mode. 

• TRAINING MODE — I Player only. Select your character and opponent, 
adjust various settings, and practice your moves. Press the s S£. button 
while training to bring up the Training Menu. Use the directional buttons 
to cycle through and select options, and press the © button to confirm: 

- Continue — Return to Training Mode. 

- Controller Setting — Select the button control configuration that works 
best for you. 

- Training Option — Change the settings that control your character 
and opponent. 

- Character Change — Return to the character selection screen. 

- Exit — Return to the Title screen. 


• GALLERY MODE — View opening demo movies, ending staff rolls, 
previous STREET FIGHTER™ II titles, the animated feature Street Fighter II 
The Movie, and more! Use the following controls: 

© button = Play - MSM button = Rewind 

- ® button = Pause - EDI button = Fast forward 

- ® button = Stop 


OPTION MODE 


Adjust various game settings, including GAME 
OPTION, CONTROLLER SETTING and DISPLAY 
ADJUST. You can also SAVE your game and 
LOAD a saved game from this screen. Move 
the left analog stick or directional buttons 
\ /\ to select a setting, and 
to change it. 
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Player 7 Side 


Player 2 Side 



Vitality Gauge 
Character 


Bonus Message 


• TIME - Time left in the round. 

• VITALITY GAUGE - The character’s remaining life energy. If it drops 
to nothing the character is defeated. 

• SCORE - (Not shown.) Character’s current score. 

• CHARACTER - The character’s name and portrait. 

• PLAYER TYPE - (Not shown.) Character mode currently selected. A Super 
Combo Gauge is displayed when Super T is chosen as the player type. 

• BONUS MESSAGE - Various messages appear here during combat. 

• WIN MARK - (Not shown.) Appears when a character wins a round. 

• HIGH SCORE - (Not shown.) Highest score achieved so far. 


GAME RULES 

MATCHES — The first player to win two out of three rounds wins the match. 
You can change the number of rounds in Option Mode. 

WINNING — When one player’s Vitality Gauge runs out, the other player 
wins the round. If time runs out before either player wins, the fighter 
with the most vitality left is the winner. 

DRAW GAME — A draw game occurs when both players’ Vitality Gauges 
drain out at the same time (a double K.O.), or both players have the same 
r amount of vitality left when time runs out. 

SUDDEN DEATH — When a draw occurs on the third round, a sudden-death 
fourth round will decide the winner. If the sudden-death round ends 
in a draw, both sides lose. 


13 


HYPER STREET FIGHTER ™ II: THE ANNIVERSARY EDITION 







